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ABOUT PHOTOSENSITIVE SEIZURES 

A very small percentage of people may experience a seizure when exposed to certain 
visual images, including flashing lights or patterns that may appear in video games. Even 
people who have no history of seizures or epilepsy may have an undiagnosed condition that 
can cause these “photosensitive epileptic seizures" while watching video games. 

These seizures may have a variety of symptoms including: lightheadedness, altered vision, 
eye or face twitching, jerking or shaking of arms or legs, disorientation, confusion, or 
momentary loss of awareness. Seizures may also cause loss of consciousness or 
convulsions that can lead to injury from falling down or striking nearby objects. 

Immediately stop playing and consult a doctor if you experience any of these symptoms. 
Parents should watch for or ask their children about the above symptoms—children and 
teenagers are more likely than adults to experience these seizures. 

The risk of photosensitive epileptic seizures may be reduced by sitting farther from the 
television screen, using a smaller television screen, playing in a well-lit room, and not 
playing when you are drowsy or fatigued. 

If you or any of your relatives have a history of seizures or epilepsy, consult a doctor 
before playing. 

OTHER IMPORTANT HEALTH AND SAFETY INFORMATION 

The Xbox® Instruction Manual contains important health and safety information that you 
should read and understand before using this software. 

AVOID DAMAGE TO YOUR TELEVISION 

Do not use with certain televisions. Some televisions, especially front- or rear-projection 
types, can be damaged if any video games, including Xbox games, are played on them. 
Static images presented during the normal course of game play may “burn in” to the 
screen, causing a permanent shadow of the static image to appear at all times, even when 
video games are not being played. Similar damage may occur from static images created 
when placing a video game on hold or pause. Consult your television owner’s manual to 
determine if video games can be played safely on your set. If you are unable to find this 
information in the owner’s manual, contact your television dealer or the manufacturer to 
determine if video games can be played safely on your set. 


USING THE XBOX® CONTROLLER 

CONTROLS . 
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GETTING STARTED . 

THE GAME SCREEN . 

MAIN MENU. 

CAREER MODE . 

WORKSHOP 

CHAMPIONSHIP POINTS SYSTEM 

QUICK RACE. 

TIME TRIALS . 

MULTIPLAYER . 
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Expansion slot A 


Expansion slot B 


MotoGP: Ultimate Racing Technology 3 Standard Controls 



Note: This section outlines the standard or default controls. The player will be able 
to select alternative control methods from within the ‘Settings’ menu. 


r OfFAOLTP/tC£ CONTROLS A 


Front Brake E) Trigger 



1. Insert the Xbox Controller into any controller port on the Xbox console. For 


Back Brake 
Accelerate 
Auto-Brake 
Lean Forward 
Lean Backwards 
Steer Left 
Steer Right 
Gear Up 
Gear Down 
Change View 
Look Back 

Powerslide 



multiple players, insert any additional controllers. 

2. Insert any peripherals (for example, Xbox Memory Units) into the Controller 
expansion slots as appropriate. 

3. Follow all on-screen instructions and refer to this manual for more information 
about using the Xbox Controller to play MotoGP: Ultimate Racing Technology 3. 


f TM£ MotoGP: CRTS OCTONO TN£ OOX A 


f conncct/ng 


Xbox Liv& is a high-speed or broadband Internet gaming community where you 
can create a permanent gamer identity, set up a friends list with other players, 
see when they're online, and receive invitations to play games. For games with 
multiplayer mode, invite your friends to play and talk to them in real-time while 
you play. For games with downloadable content, download items such as new 
levels, missions, weapons, vehicles, and more to your Xbox console. 


Before you can use Xbox Live, you need to connect your Xbox console to a 
high-speed or broadband Internet connection and sign up for the Xbox Live 
service. To determine if Xbox Live is available in your region and for 
information about connecting to Xbox Live, go to wwwjcbox.com/connect. 


€9 Trigger 

Right Thumbstick Up or © 

Right Thumbstick Down or O 

Left Thumbstick Up 

Left Thumbstick Down 

Left Thumbstick Left 

Left Thumbstick Right 

Black 

White 

G 

© 

While accelerating initiate the back brake locking the back 
wheel, then release the back brake once the slide is initiated. 
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Welcome to MotoGP: Ultimate Racing Technology 3. Take 
control of custom-built 250bhp 200mph racing machines and 
battle to become the ultimate motorcycle champion both on 
and off the GP circuit. 


GAC£ GGAGG PG/X 


All the bikes, teams, riders and tracks from the MotoGP 2004 
season have been painstakingly recreated using the latest 
cutting edge graphics to bring you the most authentic 
experience of riding against the world's best without having 
to take up a career in motorcycle racing. 

Rossi. Gibernau, Biaggi. Edwards. Barros and more await 
you on the complete sixteen MotoGP 2004 race circuits so 
detailed you can almost touch the asphalt and smell the oil! 


GO £X£P£M£/ 


That’s right! A completely new extreme racing mode offers 
you the chance to prove yourself on TT style road circuits 
from all around the world. 

Ride either a 600cc. lOOOcc or 1200cc motorcycle class in 
no rules street racing action from the towering skyscrapers 
of Tokyo to the windy back streets of Barcelona, from the 
dusty outback of Australia to the jagged mountains of Italy, 
from the beautiful beaches of Rio de Janeiro to the hard 
shoulder of the Germany Autobahn. 

Race on the edge through varied and exquisite landscapes 
on motorcycles so realistic you might need to wear a crash 
helmet just to play! 


This is your chance to take on the world’s best motorcycle 
riders and beat them at their own game. 






rm la/wh scm 
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MotoGP URT 3 introduces a new Ladder (aka “seed”) system to rank riders. This is a 
measurement of the each rider's ability. It fluctuates as they win or lose and is based 
on their complete race performance of their whole career. 


Whenever two riders are pitched against each other, this ladder is used to determine 
the chance of either rider winning. Your ladder movement is then calculated from 
your placement and odds of victory. 

For example, if the odds are against you and you are racing opponents that have a 
higher ladder position, your chance of victory is much lower. With this is mind, if you 
are victorious, your rewards are greater and your ladder position moves up rapidly. 


Your ladder score will be displayed frequently in the menu screens. 



S/SN/N 


The first thing to do is sign in with a profile. This is used for your saved game in 
addition to being the name of your rider. Up to four people manage their profiles at 


1 


once. 


of you 
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Press the A button to get to the list of Profiles. If you have an Xbox Live account your 
name will be listed. It will be denoted (new) if you haven’t played before. If you don’t 
have an Xbox Live account, select ’Create New’ and then select Offline Profile. You 
will then be prompted to write a name using the keyboard pad on screen. If you are 
connected to Xbox Live but aren’t set up yet choose Create Account and it will take 
you to the Xbox Live Registration screens. If you return to the list of Profiles there is 
always the option to Delete Profiles as well. 


You can delete profiles in the sign in screen by highlighting a profile and pressing the 
Y button. 



Craato ini vv 


Connect controller Connect controller 


£ SELECT DELETE PROFILE A JOIN B BACK 


SAMSMSSAMf 


MotoGP 3 will always auto save your race history and ladder position. The game also 
allows you to delete the previous race history of a profile. Additional saves occur 
when the user selects in game to save their race replay video during replay mode. 








ME CAME SCREEN 
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pbs/t/brarb laprl/mber 


This shows your current place in the race and which lap you are 
on out of how many. 


STARTL/G/trS 


Wait for these to go out for the race to get under way. 


BEST LAP ARP CBRRERT LAP 


This displays your best lap time of the race so far and your 
current lap. 


REST/ME 


If you stray off the track, then you get penalty time, or Red Time. 
This will be added to your lap time when you return to the track. 


MAPARB R/BER POS/T/OR 


The screen shows a map of the track with your rider’s position 
marked by an arrow; other riders in the race are marked in 
grey. In Multiplayer mode each human player will have a 
different colored flashing marker. 


R/BER T/ME O/FEERERCE 


This shows the time difference between your rider, the rider 
directly in front and the rider directly behind. A plus sign 
preceding the time difference shows how far behind the next 
competitor you are. whilst a minus sign preceding the numerals 
indicates how far behind the nearest rider is. 


ME GAME SCREEN 




SPEEBBMETER REVS ARB BEAR 


These dials display your rpm in multiples of 1000, speed in mph 
or kph and also the current gear. 


PLATERASSISTARRO/V 


At times in the race you will see assist arrows on screen. They 
will describe the severity of upcoming corners and chicanes. 
When approaching a corner the arrow changes to red if you are 
travelling too fast. 



MAP AND 
RIDER POSITION 


POSITION AND 
LAP NUMBER 


RIDER TIME DIFFERENCE 


SPEEDOMETER, REVS AND GEAR 


PLAYER ASSIST ARROW 


BEST LAP AND 
CURRENT LAP 


RED TIME 






The main menu features Single player. Multiplayer. Settings and 
Extras options. 


f s/rntPLArw a 


This menu contains the Quick Race. Career Mode. Time Trials 
and Tutorial mode options, each allowing only one human player 
to participate. 



You can cycle through the four available Single Player game 
modes here relating to the type of bike you want to ride. GP. 
600cc. lOOOcc. and 1200cc class street bikes. 


f MAMPP/X 



Race against the bikes and riders of the 2004 MotoGP season on 
the full complement of tracks numbering 16 professional race 
circuits from around the world. 


On race day prior to starting, you are given the option to look 
for similar Xbox Live events presently available online. If a raca 
containing similar seeds is presently set-up, you can chnose to 
participate and earn seed and points as part of your race 
season. 


f extreme a 


Start an alternative career on the streets. Here you have the 
opportunity to progress through three leagues based on the 
bike’s engine size, these are 600cc, lOOOcc and 1200cc. Work 
your way through the leagues, earn money from competing and 
build up your funds to spend on a library of motorcycles, 
applying upgrades as you go. 


qiz/cxpace 


Jump right into the action and take part in a race of your choice. 
Choose either Grand Prix or Extreme and select your rider from 
those available. There are a number of settings that can be 
configured to create your desired experience. 


T/METP/AL 


gmmmm 


Your fastest lap ever recorded will be your ghost opponent as 
you race to beat the clock. Here you can also download other 
ghosts from the Xbox Live Scoreboards to take on times from 
the best of the best. Achieve a fast lap and you will be given the 
option to upload your ghost to the Scoreboards for others to 
download, assuming you are logged into Xbox Live. 


Note: Ghost options will not appear unless you are signed into Xbox Live. 



Hit the circuits with up to 4 players Split Screen on the same 
Xbox. System link with up to 15 other Xbox’s, or race online via 
Xbox Live with up to 16 human players. 


f sett/pgs 



It is possible to change a wide variety of Game settings. These 
include Sound. Controls, Display, and Xbox Live features. 
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CAREER MODE 



When you select Career from the main menu you will first be presented with choice 
between Grand Prix and Extreme Career. 


In Grand Prix you take part in the real world championship over 16 rounds, fighting 
to become world champion. In addition to racing you can choose any of the GP 
bikes that have been unlocked,customize them and change their bike set-up. 


In Extreme, you're racing for money in a private underground racing league that 
spans across three bike classes: 600cc, lOOOcc and 1200cc. Initially you can only 
choose the 600cc class, but as you earn more money you can afford higher-class 
motorbikes and access the different leagues. Become top of the league and you 
take home all the winnings. 

Your rider can start either an Extreme or Grand Prix career, switching between 
them at any point from the career menu. 


When you start a new season, either Extreme or Grand Prix. you are prompted for 
the difficulty at which you want to start playing. It is recommended that you match 
your difficulty for your current seeding, new players starting out at Rookie. 



Rookie 

Recommended for Ladder Scores 100 to 01 

Pro 

Recommended for Ladder Scores 00 to 61 

Champion 

Recommended for Ladder Scores 60 to 41 

Legend 

Recommended for Ladder Scores 40 to 1 



SO Seed 100 


Rider leathers 

Front lof.jo 
Back logo 
Style: Cltninx CL1 • 

Pi'Hnnry color: 

Secondary color: ■ 

Detail color: 

Rarutamfee colors 
Match I like to tem.fmrx 
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After you started career mode you can customize your rider from the ‘Riders’ menu. 
This option is only available in Career Mode. Here you can customize your rider's 
appearance and personal details such as helmet design and nationality. 


r mm/urm 
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Name 

Rider’s name is directly taken from your profile name, which 

cannot he changed \ 

Helmet Design 

Choose a Crash Helmet from a number of custom helmet 

designs 

Bike Design 

This options allows you to edit the look of your bike and 


design a unique customized look with pre-defined patterns 


and unique logo creation 

Rider Leathers 

Customize the appearance of your leathers by either selecting 


either the licensed Berik or Arlen Ness leathers or one of the 


many other color adjustable designs 

Player Logo 

Allows you to create your own unique logo 

Switch Design 

Allows you to select from multiple designs from your library 

containing customized bike and rider designs 

Team Name 

Enter a name for your team. 

Racing Number 

Choose a racing number for your rider, this number will be 


printed on front and back of your bike. 

Nationality 

Assign your country of birth or association 


Note: Licensed leathers cannot be customized if selected. 








Here the player can assign his starting attributes for his rider. You are given 25 rider 
attribute points initially to distribute amongst the four areas of rider ability: Cornering, 
Braking, Top Speed and Acceleration. 


f com/tm j 


Anyone can ride fast in a straight line, but skill in cornering separates the winners 
from the losers. Good cornering technique means entering the corner wide and then 
dropping the bike on its side at a horrifyingly acute angle. Then accelerate out of the 
turn and allow the rear end to slide out until you are straight again. The further the 
bike can be leaned over, the greater the possible turning circle and cornering force the 
vehicle can attain. Rider dexterity also plays a huge part in cornering. The bike and 
rider are subject to enormous g-forces while cornering so only the most dextrous 
riders can hope to achieve the bike’s maximum potential in this key area. 


Unlike cars, bikes allow the rider to control both front and back brakes so good 
braking technique can shave precious seconds off your lap time. An increase in 
Braking ability means that you can approach bends faster, brake later and harder to 
get ahead of the pack, before accelerating out of the bend. 


f FOPSPFFO A 


These motorcycle engines have incredible power; bikes can weigh over 130 kg yet 
produce up to 250bhp. Throttle control is a very precise technique: a fraction too 
much, and the bike will throw you, a fraction too little and the competition will leave 
you behind. Increasing the rider’s Top Speed will give your rider the ability to manage 
this powerful machine, allowing you to achieve the maximum performance out of the 
engine. 




Effective acceleration on a motorcycle means shifting through the gears as quickly as 
possible. The biggest concern for a rider is the loss of time in shifting so to achieve top 
speeds you must change through the gears efficiently. In MotoGP: Ultimate Racing 
Technology 3. a rider with improved Acceleration ability, performs fewer ‘accidental’ 
wheelies, and has more power when it’s needed (i.e. when exiting corners). The degree 
of stability as the rider shifts up and down gears is also increased, meaning a smoother 
ride at more consistent speeds. 


loeoFP/rm 



You are able to create and save a player logo, a leather logo for the front of the 
leathers, a logo for the back of the leathers, and a logo on the bike that is mirrored 
automatically on both sides. The player logo can be used as a layer within either of the 
other rider or bike logos. 


Logos are created from 8 layers containing the elements of your logo laid on top of each 
to build up the picture. These are: 

TEXT. BOX. CIRCLE. SEMICIRCLE. TRIANGLE AND CLIP ART 

These layers are ordered from bottom to top. the contents of each layer can be moved, 
scaled, mirrored, rotated, skewed and colored to create your final design. 











The workshop is used to store and maintain your library of bikes that you will acquire 
throughout the game. 


The options available in the workshop change between Grand Prix and Extreme Mode. 
The following options are: 


MABABEB/BES 


Change the bike you are riding to one of the other models available. In GP race mode 
this means any of the other bike models that you have unlocked. For the Extreme 
Mode, this means any of the other bikes that you own. 


E/EIV SPEC/E/CAE/OBS 


Lists all the specifications for your currently select bike chosen by default or from 
within Manage Bikes. 


MESEri/P 


Customize your bike to suit to your own riding style and modify your machine settings 
for better circuit performance. 


B/BESEEBP 


Take your current ride out on the Sheridan test track to test its performance. 


Bl/EB/BES {EXEBEMEMOPE ONLY) 


When you have earned enough money through racing in Extreme races, you may 
choose to invest in a better bike. Here are the manufacturers: 



Responsible for the most popular bikes of all time, this Far Eastern 
company are the fore fathers of the modern high performance 
motorbike. Their machines are comfortable, easy to ride and deliver 
great track performance. 



In true European spirit, style and passion are at the heart of this Italian 
company. Strong in both fared and unfared machines, they offer a 
diverse range of exquisitely modeled motorcycles. 





With over one hundred years experience behind them, this 
privately owned British company has a long and proud 
motorbike manufacture heritage. They offer a variety of 
motorbikes to suit all tastes and probably produce the most 
beautiful unfared machines on the planet. 
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y 


' A 



B/BESEEBP 


H/BEELBASE 


E/BEBOMPOBBO 


BEABBAE/BS 


This area is used to change elements of the bike's 
mechanics to tweak the performance and gear it 
towards specific tracks. You are also able to load and 
save your personal bike set-ups for reuse on various 
tracks. 


This changes the distance between the back and 
front wheels. The shorter the wheelbase the 
more responsive the bike feels, the longer the 
wheelbase the more stable the bike becomes. 


You can change the front and back tires 
independently. The softer the tire the more 
stability and grip in the corners, the harder the tire the 
more the wheels will slide, but will achieve faster speeds 
on the straights. 


Prides themselves on innovative and 
affordable technology, this proud 
Japanese company has been in the 
business for over 50 years and are still going strong. Their 
bikes are mostly light and extremely track-focused machines 
that are not for the faint of heart. 


SUMIYAKA 


This option allows you to manually alter your gear ratios 
to tailor the bikes performance to better suit tracks with 
different requires say acceleration over top speed. 





SUSPENSION 


Softer suspension allows for a smoother ride with better braking. Low speed grip 
is improved but the bike is less stable at high speed. Harder suspension can mean 
a bumpier ride. Braking power is decreased, as is low speed grip, but the bike is 
more stable at high speed. 


f SUE PASTS {EXTREME MODE ONL XI A 


Here you can buy parts to upgrade your currently selected motorcycle. The parts 
affect five areas of the bikes performance and in some areas have trade-offs to the 
way the bike handles. There are three levels per upgrade available. Purchased 
parts are automatically attached to your selected bike and cannot be removed. 


f ENS/NETUN/NS 


Improves acceleration and smoothes the power delivery, making the engine more 
stable through the early gears. 


f we/suts eduction 

Jsm/NS 


Reduces the weight of the motorcycle improving cornering and acceleration 


Improves the breaking, allowing for shorter braking distances. 


V mcno n ans stasuite 


Improves the stability, allowing the bikes to hold the corners tighter without 
sliding. 


f BNPUPSEASES 


Increases the overall power of the engine, allowing faster top speeds. 


f NEXT POUND SCREEN A 


The Next Round Screen tracks your current progress through your selected season. 

The current round in the season is always shown when you enter this menu. You 
can choose from here to change your bike settings or appearance prior to the race. 

This screen shows you championship points you have earned to date and your 
current position in the championship relating to your present race mode. 



CPAMP/OJifSP/P POMPS SYSTEM 



SPANS PSIX 


Your progress through the MotoGP Championship is defined in terms of points gained 
at each race event; this is based on the scoring system of the real sport: To win the 
MotoGP championship, you must gain more points than the other competitors after all 
races have been completed. 

You will earn championship points for each race completed, with the winner being the 
rider with most championship points. The points for each race are as follows: 


1st place 
2nd place 
3rd place 
4th place 
5th place 
6th place 
7th place 
8th place 
9th place 
10th place 
11th place 
12th place 
13th place 
14th place 
15th place 


25 points 
20 points 
16 points 
13 points 
11 points 
10 points 
9 points 
8 points 
7 points 
6 points 
5 points 
4 points 
3 points 
2 points 
1 point 





During the course of the MotoGP season, the player will be able 
to view the amount of points accumulated by each of the riders, 
gauging their progress against himself and other competitors. 


r EXTSEMEPS INIS SYSTEM 


Like the MotoGP, your progress through the Extreme Mode is based on * 
points earned from each race. To win the League, you must gain - • 

more points than the other competitors after all races have been 1 — 1 ~ 
completed. The points for each race are as follows: 


1st place 
2nd place 
3rd place 
4th place 
5th place 
6th place 
7th place 


25 points 
15 points 
10 points 
6 points 
3 points 
2 points 
1 point 





CPAMP/OPSP/P PO/PTS SYSTEM 


CPAMP/OPSP/P PO/PTS SYSTEM 


r RESULTS j 

f 

A 

r RACE j 


From here you can check the Qualify and Race Result times for each track in the 
present seasons calendar. You will also be able to track the championship points 
accumulation after each race. 

COMPLETING THE SEASON 

When you complete the first season, you will be allowed to continue into the next 
season to race the entire championship again using the same rider, further 
improving your rider’s skills. At the start of new season, you will be prompted for 
the difficulty level at which you want to compete. It is not possible to alter the 
difficulty level during a season with out restarting. 


GRARU PR/X RACE WEEKEND 


This is the main event of the Grand Prix, where 
you will have to complete 3 laps of the circuit in 
an all-out race for the finishing line. If you 
choose to enter the main race without first 
completing the qualifying round, you will start 
in 20th place on the starting grid. 

If you’re Signed in with an Xbox Live account, the 
game will also search for corresponding events 
that are being held online. Players can choose to 
alternatively race online continuing their career 
against human opponents. 


Once you have selected to enter a round from Race Schedule you will be presented 
with the race schedule itinerary featuring Qualify and Race. 


pract/cedat 


This is an opportunity to familiarize yourself with the track and weather conditions 
but is not compulsory. Practice day also provides you the opportunity to view an 
onboard lap from an experienced GP Rider. 


oual/ftcat 


You have a maximum of 10 minutes to achieve the best lap time possible, with 
competitors’ times determining the final grid positions in the race. When you enter 
the qualifying screen the current results from your competitors start rolling in. 

Competitors start from a staggered start on the track and at the end of every lap 
you are shown the lap time and qualifying position relative to all the other riders 
for that lap. 

Rider and Helmet Indicators will appear on your HUD as your qualifying. These 
helmet icons are linked to checkpoints around the track and show your cumulative 
time up to that point. 

Grey helmet below personal best 

Blue helmet personal best time 

Red helmet pole position 

When you have finished qualifying the name, lap time and position of the rider is 
presented. 




This is a single race set to your preferences. When you first enter quick race, you 
will be presented with the options: Start Race. Choose Class. Select Track. Select 
Rider, and Set Difficulty. 


cuss 


Choose Grand Prix, Extreme 600cc, lOOOcc. and 1200cc to determine your race 
category. 


SFifcrmcK 


Choose the circuit from left to right and up and down for a choice of weather 
across Grand Prix circuits. All tracks are available from the start. You are also able 
to change the weather in the GP tracks. 


SFLFCFWFfi 


The rider select screen allows you to choose between the professional riders or 
your custom rider. Pressing left and right on this screen will scroll through the list 
of riders. 

As you play through Career Mode you can unlock additional GP and Extreme Riders. 


V c/FF/mrr 


Select either Rookie. Pro, Champion or Legend difficulty levels. 


f QC/CXMCF OPTIONS 


Number of Laps Either 1. 2. 3,4. 5.10.15. 20 or the Real number of laps can 

be selected from left to right. 

Bike Setup Enables you to change the configuration of your selected bike. 

Distribute Credits Allows rider attributes to be reallocated to different skills. 

Customize Enters the bike and rider customization screens. 

Friends Enter the friends list area to view friends presently signed in 

and send game invites. 

Scoreboards Check the Xbox Live scoreboards to see high scores and 

download ghosts. 





rmrnALS 


This is a single race set to your preferences. The aim of this mode is to race against the 
clock and your own best lap ghost to improve your overall time for each given track. 
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CUSS 


Choose Grand Prix, Extreme 600cc, lOOOcc. and 12Q0cc to determine your race 
category. 


SFLFCTTMCK 


Choose the circuit from left to right and up and down for a choice of 
weather across Grand Prix circuits. All tracks are available from the start. 
You are also able to change the weather in the GP tracks. 


’ SFLFCTP/DFP 


The rider select screen allows you to choose between the 
professional riders or your custom rider. Pressing left and 
right on this screen will scroll through the list of riders. 


As you play through Career Mode you can unlock additional 
GP and Extreme Riders. 


f sFiFcfemf 



Allows the selection of ghosts present on the hard drive or the downloading of others 
from the Xbox Live scoreboards. 


f OO/CK PACF OPTIONS 


Bike Setup 
Distribute Credits 
Customize 
Friends 


Scoreboards 


Ghost Replay 
Delete ghost 
Settings 


Enables you to change the configuration of your selected bike. 
Allows rider attributes to be reallocated to different skills. 
Enters the bike and rider customisation screens. 

Enter the friends list area to view friends presently signed in 
and send game invites. 

Check the Xbox Live scoreboards to see high scores and 
download ghosts. 

Can be set on and off and toggle the ghost in game. 

Allows you to remove ghosts from the game. 

Takes you to the game settings area. 






The multiplayer section features Xbox Live, System link and Split Screen gameplay 
modes. 



Xbox Live is the online service that allows you to play against people all over the 
world. This mode requires you to have subscribed to the service. On entry to this 
mode, you are presented with the following menu. You are also able to have up to 4 
people signed in simultaneously on the same console so all are able to play on the 
Xbox Live service: 


QUICK MATCH - after selecting your bike class, and rider, the game 
performs a search for available games to join and creates one if no 
games are found on the server. 

OPTIMATCH - here can define your own search criteria to isolate your 
preferred game online. 

CREATE MATCH - this option allows you to define and create your own 
game for others to join. 

FRIENDS - allows you to add other users from Xbox Z./Ve to your 
Friends List to allow quick searches for and send invites to when 
playing on Xbox Live. 

SCOREBOARDS - these boards show scores for all Xbox Live users, 
categorized by Friends. World's Best. Legend, and Week’s Best scores. 


f ME4T£ M E0/T SESSION A 


CLASS - Grand Prix. Extreme 600.1000. and 1200 

GAME MODE - Quick Race. Championship. Grand Prix. Tag mode. Stunt 

mode. Qualify. Custom 

MAXIMUM PLAYERS - allows a higher limit of players to be set 
RESERVED FOR FRIENDS - allocates a number of slots for people who 
are registered on your Friends List. 

USE VOICE - No. Lobby Only. In Game. Required 

REQUIRED LANGUAGE - if you prefer, you can limit players to same 

language only. 

BEST SEED ALLOWED - limit the highest allowed seed within the game 
WORST SEED ALLOWED - limit the lowest allowed seed within the game 

Once you have confirmed your game definition, you are able to select a track if 
applicable and the weather if the track is a GP circuit. Once in the lobby, you are 
able to access game options including Bike Setup. Customization, and redistribute 
Rider Attribute points, or re-edit the game definition. 
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f LOWW/m A 


The lobby is where any one who has joined a multiplayer game meets before the game 
is started. Whilst in the lobby the user can also customise or change the set-up of 
their bike and rider. 


Best times can only be uploaded if signed in to Xbox Live and ghosts similarly can only 
be uploaded and downloaded if signed in: 


MY SCORES - Best times attained by yourself for any given track. 


FRIENDS' SCORES - All scores for any tracks achieved by any of your 
friends in your Friends List. 


LEGEND SCORES - This area is populated by times achieved in Time trial 
mode, and contains the best 50 time per track ever attained in this mode. 
Ghosts are associated with these times and are available for download. 


THIS WEEK'S SCORES - The option lists the fastest 50 laps obtained in the 
last weeks play, in Time Trial mode. This will increase the chance of the 
new players getting their names on to the scoreboards. There are also 
downloadable ghosts available for these lists. 


WORLD BEST SCORES - These best times are recorded in any game mode 
single or multiplayer, and are uploaded to the scoreboards when you sign 
on to Live. These entries do not have ghosts associated with them. 


RESET SCORES - This option is used to reset all scores posted to the 
scoreboards. 




f SYSTEM L/M PLAY A 


System link play works by networking up to 16 Xboxes together on an Ethernet 
network, or 2 Xboxes directly with an Ethernet cable from one Xbox to a second 
Once the Xbox is networked and can see another Xbox. the game behaves in a 
similar way to the Xbox Live functionality. 


To play Split Screen mode you must first create at least two profiles on the Xbox. 
You can play up to 4 players on the same console simultaneously, but all must have 
a controller and sign in. in the Sign In Screen. Once each player has selected their 
rider, and game options can be changed by pressing the Y Button and entering the 
options menu. 



Here you can change all the general game options, view any unlocked video footage and 
access Xbox Live settings and friends list. 


f SOOND SETT/NGS 



Edit the sound settings, including volume controls and customs sound tracks. 

SFX (Sound effects) Volume - Set the sound volume for all the sound effects 
in game, including the bike engine sounds etc. 


Music Volume - Set thein game music volume. 

Menu Music Volume - Set the music volume in the menus. 

Speech Volume - Allows you to change the speech volume for tutorials. 


Game Soundtrack - Swap the in game sound track between the default 
MotoGP: URT3 and custom sound tracks on your Xbox. 
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control sett/ngs 


Set your main game controls here, including gear set up, powerslide sensitivity, and 
vibration. Note: you are able to set front and back brakes in the controls. 


MANUAL GEARS - Switch between automatic and manual gears. 
POWERSLIDE SENSITIVITY - Set how sensitive the powerslide activation is. 


VIBRATION - Set the amount vibration feedback on the pad. 


RIDER POSITION - the rider position is the ability to change the riders sitting 
position while racing to increase of decrease the aerodynamics and aid 
acceleration and braking. 


BRAKES - you are able to define a combined, front and back brake on the 
pad. You are given a bonus for using the individual brakes. 


f GENERAL OP T/ONS A 


You are able to toggle and fade a lot of the in game information fields to increase the 
visibility once you no longer require the on screen information to aid your riding. You 
are also able to change a host of options like switching from MPH to KPH. 



//otvromf 



Edit the in game HUD (head up display) here. 


RIDER'S NAMES - Enable or disable the names that float above rider’s 
heads. 

INDICATOR ARROWS - Enable or disable the driver aid corner indicator 
arrows. 

DISPLAY CIRCUIT MAP - Enable or disable the in game map 
SPEEDOMETER - Toggle between MPH and KPH. 

HUD VISIBILITY - Edit the in game head up display’s transparency level. 


// 


When racing in the MotoGP season you will be riding the most powerful motorbikes on 
the planet, so it would be good to know some of the fundamental ideas about racing 
before taking them out on the track. This section will cover the basics of cornering, 
braking and rider position then moving onto advanced techniques. Any controls referred 
to in this section are for the default control settings. 


p/ppp pos/r/ox 


When racing on a motorbike, the rider is one third of the vehicles weight and therefore 
has a massive influence of the bikes handling. In MotoGP: URT3 it is possible to control 
the riders weight transfer and therefore increase the performance of the vehicle. When 
on fast straights remember to push the left thumbstick forwards to make the rider 'tuck 
in’ to become more aerodynamic and increase the bikes acceleration and top speed. 
When braking pull the left thumbstick backwards to make the rider stand up and 
increase the vehicle drag improving the bike’s braking performance. 



XBoxvmm/oxs 


The options are only active when you are logged into an Xbox Live account. 


copmm 


Anyone can go fast in a straight line; all the top riders know a really fast lap time is all 
about the turns. The idea here is to maintain as much speed as possible through the 
corner, this means taking the widest possible turning circle. You must use the Out-In- 
Out method and drive through the apex of the corner. The apex is the innermost point 
that you will touch when travelling through the turn. (See diagram) 

When approaching the turn, get as far to the opposite side of the road to the corner as 
possible (the ‘Out’). Steer hard into the corner and try and clip the apex of the turn (the 
'In’). Once past the apex you are on the exit of the turn and must then apply the power 
at the earliest point possible and just clip the outside edge of the exit straight (The Out). 

This is the basic Out-In-Out method and describes a 
fast way of travelling through a corner. What this 
diagram does not detail is all the possible racing 
lines that you could take. For instance the exit line 
could differ if there was another corner following this 
one. Just try and remember the last corner after a set 
of turns takes racing line precedence; you want to be 
at your fastest when exiting the last bend. 


BBAX/BS 


Motorbikes have independent front and back brakes; they can affect the bikes handling 
in different ways and are therefore used for different purposes by advanced riders. The 
front brake is the most effective way of slowing the vehicle down. Try using the front 
brake if the bike is veering too wide in the corner or if you are travelling too fast in the 
straight. The back brake can also be used to slow the bike down but is much less 
powerful, so use it in conjunction with the front brake when attempting to reduce speed. 
The back brake can also be used to lock the back wheel and cause a back end slide, 
increasing the bikes turning circle. 


Racing Line 



A 


This is an advanced version of the out-in-out apex 
corning technique seen in the beginner guide above. 
The difference between this and a standard line is 
that you have to be hard on the brakes up a deeper 
apex point through the turn. 

The deeper apex and the tighter turn before the apex 
point means that the rider can straighten up and 
therefore apply more power earlier on in the exit of 
the turn, meaning that they come out faster. 



f pomsuof 


This advanced technique relies on the rider making the back wheel spin through 
aggressive application of the throttle causing the bike’s wheels to come out of line. To 
achieve a powerslide you must first lock the back wheel to start a ’back wheel slide’. 
Once the back wheel is locked apply the throttle fully then release the back brake to 
start powersliding. Once powersliding you can adjust the magnitude of the slide by a 
combination of adjusting the throttle and turning the bike. Powersliding can tighten 
your turning circle making for faster corners but be warned: when the bike is 
powersliding it becomes unstable, if you push the-powerslide too hard you may 
highside the bike! 
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Warranty and Service Information 

In the unlikely event of a problem with your product ("Product"), you may only need simple instructions to correct the 
problem. Please contact the THQ Inc. ("THQ") Customer Service Department at (818) 880-0456 or on the web at 
http://www.thq.com before returning the Product to a retailer. Live Customer Service Representatives are available to 
help you Monday through Friday 9am to 5pm PST or you can use our automated systems by phone or on the web 24 
hours a day. 7 days a week. Please do not send any Product to THQ without contacting us first. Your 5 digit Product 
Code is 52046. Please use this code to identify your Product when contacting us. 

Limited Warranty 

THQ warrants to the best of THQ's ability to the original consumer purchaser of the Product that the medium on which 
the Product is recorded shall be free from defects in materials and workmanship for a period of ninety (90) days from 
the original date of purchase. The Product is sold "as is." without express or implied warranty of any kind, and THQ is 
not responsible for any losses or damages of any kind resulting from use of this Product. If a defect occurs during 
this ninety (90) day warranty period, THQ will either repair or replace, at THQ's option, the Product free of charge. In 
the event that the Product is no longer available. THQ may. in its sole discretion, replace the Product with a Product of 
comparable value. The original purchaser is entitled to this warranty only if the date of purchase is registered at point 
of sale or the consumer can demonstrate, to THQ's satisfaction, that the product was purchased within the last ninety 
(98) days. 

To receive warranty service: 

Notify the THQ Customer Service Department of the problem requiring warranty service by calling (818) 880-0456 or on 
the web at http://www.thq.com. If the THQ service technician is unable to solve the problem by phone or on the web 
via e-mail, he will authorize you to return the Product, at your risk of damage, freight and insurance prepaid by you. 
together with your dated sales slip or similar proof-of-purchase within the ninety (90) day warranty period to: 

THQ Inc. 

Customer Service Department 
27001 Agoura Road. Suite 270 
Calabasas Hills. CA 91301 

THQ is not responsible for unauthorized returns of Product and reserves the right to send such unauthorized returns 
back to customers. 

This warranty shall not be applicable and shall be void if: (a) the defect in the Product has arisen through abuse, 
unreasonable use. mistreatment or neglect; (b) the Product is 

used with products not sold or licensed by Microsoft or THQ (including but not limited to. non-licensed game 
enhancement and copier devices, adapters and power supplies); (c) the Product is used for commercial purposes 
(including rental); (d) the Product is modified or tampered with; (e) the Product’s serial number has been altered, 
defaced or removed. 

Repairs after Expiration of Warranty 

After the ninety (90) day warranty period, defective Product may be replaced in the United States and Canada for US 
$25.00. The original purchaser is entitled to the replacement of defective Product for a fee. only if proof of purchase is 
provided to THQ. Make checks payable to THQ Inc. and return the product along with the original proof of purchase to 
the address listed above. 

Warranty Limitations 

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND REPRESENTATIONS. NO OTHER WARRANTIES OR 
REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE THQ. ANY APPLICABLE IMPLIED 
WARRANTIES OR REPRESENTATIONS. INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR 
PURPOSE ARE HEREBY LIMITED TO NINETY (90) DAYS FROM THE DATE OF PURCHASE AND ARE SUBJECT TO THE CONDITIONS 
SET FORTH HEREIN. IN NO EVENT SHALL THQ BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM 
THE BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES. 

The provisions of this warranty are valid in the United States only. Some states do not allow limitations on how long an 
implied warranty lasts or exclusion of consequential or incidental damages, so the above limitations and exclusions 
may not apply to you. This warranty gives you specific legal rights, and you may also have other rights, which may 
vary, from state to state. 

Warning 

Copying of this Product or any of its contents or elements is illegal and is prohibited by United States and international 
copyright laws. Back-up or archival copies of this Product or any of its contents or elements are not authorized and 
are not necessary to protect your Product. United States and international copyright laws also protect this manual and 
other printed matter accompanying this Product. Violators will be prosecuted. 
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